WARLORDS oF EUROPE

An epic strategy game of medicval warfare.

Early in the 13th century, Medieval Europe is experiencing a time of widespread conflict between
lords, barons, kings, and countries. You have the opportunity to create a dominion without rival.
Your warlords must subjugate the peasantry, then bring other kings, warlords, and nobles into
submission. Through conquest they will become your vassals and swear allegiance to you. Then by
taxation and plunder you will muster grand armies and conquer fiefs from one kingdom to the next,
capturing and building castles along the way. The more fiefs and castles you control, the larger your
taxable domain grows, and the more formidable your armies will become. You will need solid
strategy, cautious planning, excellent timing, and good fortune to defeat your rivals. Control the
majority of finished castles and you will be crowned Emperor and winner of Warlords of Europe.

(Game Board Overview

Hispania is one of 9 kingdoms on the map. Kingdoms are bordered by heavy black outlines. Controlling
an entire kingdom during Taxation provides 4 bonus spearmen and 12 bonus gold with a finished castle,
6 with an unfinished castle. You can build a castle if you do not own one in that kingdom. You can
conquer rival castles and own more than 1 castle per kingdom.

K. of £t is one of seven fiefs in Hispania. Itis a
mountain fief (1 gold, d12 defense, 15 soldier limit).
Fief is pronounced feef (it rhymes with beef).

K. of Castile is a forest fief (2 gold, d10
defense). It is a good place for a starting
castle because of its central location.

Valencia is one of three cities in K. of Aragon
(a farmland fief, 3 gold, d8 defense). A
tiet’s cities equals its taxable gold and
equals the number of peasants present.

Al-Andalus is a plains fief (1 gold, d8 defense). It is
adjacent to Dominions of the Almohades because of the
naval lane that connects the fiefs.

Fief Type  Defense Peasants Gold

Plain ds 1 1
Farmland ds B 3
the Almohiades Forest d10 % 2
Mountain d12 1 1

Unoccupied fiefs revert to peasant control. Peasants are not represented by pieces, but by cities. Any
time you attack peasants, the defenders equal the number of cities. So, peasants replenish fully should
they keep/gain control. Peasants defend with the same terrain dice as players and hit on 8+.



